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ZERO 7

The Barile for Earth has Begun.........

The year is 2044, On the far reaches of the galaxy an
invasion force is assembling.

On-board is an alien race, an army of elite warrioRs.
Their destination, Earh.
Their purpost, destroy all human life.

As if one entity, THe fleer of alien barrle ships slowly
moves silently through space, Trying nor 10 be
discovered. Strange alien Techinology reachies our
scanning The darkness, continually looking for anything
that mighr give 1heir position away.

An Europa |11 satellite from Earth was speeding it's way
our of The solar system and beyond into The unknown.
Is mission was 10 collect and send back data
continually streamed [rom its sensors. A sudden blast
RANG ouT As The Europa |1l was blown our of existence.
Scanners [rom The approaching alien force had
derecred its presence, locked onto i1, and blown it



clean away. Nothing was lefr, the only sign thart it ever
existed was The last dara-packer it had managed 10 beam
back in 1he direcrion of Earth before irs destruction in
SECTOR ZERO 7.

Irs last act would nor be in vane, because once
decoded, the data would alert Earth 1o the
approaching Alien threat. The Nations of Earth
quickly form DEFCON (DEFense CONrtrol), a huge
nerwork of defensive stations.  Each one is a single
node in A network That encases Earth and ir's outposts.
This ner provides A service base for defense cralr,
commonly known as BAMBAM fighters and HIT-PAK
cruisers. All operations are directly linked 10 A central
Data Core. Derecrion of any irreqularity within
Earth's space is relayed 10 1he awaiting defenses. On-
board are Earthi's best space pilors known as Space
Hounds. 1 is your job 1o be the main qunner in The
HIT-PAK and 1he pilor of BAMBAM and 10 engage the
approaching Alien forces. Destroy 1hem, belore thiy
MANAGE TO Reach EarTH,

Only tHe best survive, ANd REmMEmMbER,
The fate of Earth lies in your hands!



Came Controls

BAMBAM Default Conrrols:

Bution A/C Roll Right/Lefr
Button B Fire

UP/DOWN Dive/Climb
LEFT/RICHT Turn Lefr or Right

Keypad 1 Acrivate Shield Power-Up
Keypad 2 Activate Weapon Power-Up
Keypad 7 Acrivate Score Power-Up
Keypad 6 Fire SMART Laser

Upon destroying A wave of alien craft, Energy
Pods are released which can replenish the
shiields, weapon system, or score. Energy Pods
can also be found in The corridors of THe alien
command crafr. Note the Power-Up icons ARe
a1 1he 1op lefr of The screen and are from lefr 1o
righT, weapon, shield, score and The Smart
Laser count. The activated Power-Up has a
white outline.  The icons ARe Green when full
and red whien They are not AT full strengTh.



HIT-PAK Default Controls:

Burton A/C Toggle Fast Gun Movement
Burron B Fire

UP/DOWN Move Gun Sight Down/Up
LEFT/RIGHT Move Gun Sight Lefi/Righr

Miscellaneous Controls:

* and # Reser The Came

PAUSE Pause The Game

During Pause A, B, C Adjust Effects
Keypad O Toggle The Music On/OIf

Conliguration:

From The Title sequence press OPTION 10 enter
the SELECT OPTION screen. From here you
can change The Play Mode, Music, control
conliguration and THe sTART mission.



SELECT OPTION Screen:

LT/RT/UP/DN  To Highlighr Desired Oprion
Burion B To Change Desired Oprion
* # OPTION  Reser Cariridge Memory

* #. PAUSE Reser The Game

OPTION Exit Select Oprion Screen

Mission Selecr:

LEFT/RIGHT Access Mission Sers
UP/DOWN Select Mission
Button B Conlirm Selecrion

Only mission 1 is available ar first. Additional
missions Remain available for future selection
afrer They have been successfully complered.

Play Mode:
UP/DOWN Select Play Mode
Burion B Confirm Selection

You can select 1o play 1he game in either
Novice, Cader, or Expert modes.



Novice mode is ideal for gerting use 10 The
controls and learning how 1o fly.

Chader mode offers a Greater challenge with
alien motherships, while Expert mode offers The
hardest challenge of all.

Music:

LEFT/RIGHT Select Pre-ser Levels
UP/DOWN Select Custom Sermings
LEFT/RIGHT Adjust Custom Settings
Burton B Conlirm Selection

Conrrol:

UP/DOWN Select The Control Type
LEFT/RICHT Change Control Setrings
Burion B Conlirm Selecrion

Top Space Hounds:

If you earN THE RIGHT, YOU CAN ENTER YOUR SCORE
in 1he high score Table.



UP/DOWN Select The Lerter Required
LEFT/RIGHT Move Next/Previous LeTter
A, BorC Confirm Selection

Hints and Tips

BAMBAM Mode:

The key 10 being A good BAMBAM pilor is 1o
correctly use power-ups. Each time you
destroy A complere alien wave you are awarded
a power-up. These are collected by flying your
BAMBAM ar them. You may choose how The
power-up is used by selecting one of The Three
poweRr-up icons shown at THe Top lefr of your
screen. These are [Weapons], [Shields], and
[Score] and may be selected with 1he Top row
of burtons on your Power Pad.

As 1he game progresses, you will need 1o select

how each power-up is Taken. If your shields are
GerTing low, press [2] so further power-ups will
replenish your shields. Once your weapons and



shields are a1 full power, Their icons will change
10 GRreen. |f you pick up A power-up when They
ARE iN This state, The power-up will be wasted.

IF you find yourself in trRouble use your Smart
Laser by pressing button [6] on your Power
Pad. You only have three Smart Lasers in each
mission so use THem with care. Remember you
can always block in-coming alien fire with your
NORMAL lasErs.

If a quick change of direction is required, A half
loop is quicker THAN A TURN.

BAMBAM Trench Mode:

Whien flying through an alien ship listen for The
sound of impeneTrable walls as you fire. If you
Hear ONE, START T0 ROTATE AROUNd 10 A safe
position AT once.  Because THe TrRench is A
confined space your lasers will not work. Look-
out for THe power-ups THAT line some parrs of
The TRench and use THESE To power-up your
weapons and shields.



HIT-PAK Mode:

HIT-PAKs have very strong shielding which can
Give them limited protection from alien arrack.
The circle of small dors displayed on your
scANNeRr AT The bottom of THE screen show you
1he sate of your shields. The color of he dots
will change each Time HIT-PAK 1akes a hit and
1he shields become weakened. A flashing dot
indicates THat a section of shield has become
critical. I later missions THe aliens will Try 10
out smart you by attacking you [Rom every
angle. The 1actic used by experienced Space
Hounds is 10 listen for The warp sound The
aliens make when They enter local space. Once
this happens locate THE Alien's position on your
scanner. If THe alien is located away from whiere
YOU ARE CURRENTlY POINTING, USE YOUR [ast sights
10 swing around ouickly, Then change back 1o
normal before shooting. Always Try and Take
1he shortest RouTE possible and Remember 10
GIVE PRIORiTy T0 AREAS WHERE yOUR shiElds Are
low or crirical.
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Software Warranty

Telegames warrants to the original purchaser that this product
will be free from defects in material and workmanship under
normal authorized use for a period of ninety (90) days from the
date of purchase as evidenced by your receipt. During this
warranty period, Telegames will replace the defective software.
After the expiration of the warranty period, purchaser assumes
the entire cost of all necessary servicing, repair or correction.

Do not return your software to the retailer. Return your
software under warranty with a description of the problem and
your original sales receipt (photocopies will not be accepted)
clearly indicating the date of purchase to:

For U.S., Canada, Mexico:  For U.K. and Europe:

Telegames, Inc. Telegames Ltd.
Box 901 Kilby Bridge, Wigston
Lancaster, TX 75146 Leicester LE18 3TE

In no event shall Telegames be liable for consequential or
incidental damages resulting from the breach of any express or
implied warranties. Some states do not allow limitations on how
long an implied warranty lasts or exclusion of consequential or
incidental damages, so the above limitation or exclusion may not
apply to you.



Product Registration and Catalog Request

Your name:

Street address:

City: St Zip:
Where did you purchase this product?
What other game systems do you own?
0 Atari 2600 0 PC or compatible
[ Atari 5200 [0 Sega Game Gear
[ Atari 7800 0 Sega Genesis
0 Atari Lynx 0 Sega Saturn
0 ColecoVision [ Sega 32X
0 Intellivision 0 Sony Playstation
0 Mac/Apple 03DO0
[ NeoGeo 0 TurboDuo
[ Nintendo NES 0 TurboExpress
0 Nintendo SNES 0 TurboGrafx-16
0 Nintendo Game Boy 0 Other:
0 Nintendo Virtual Boy
0 Nintendo 64

Please mail your completed form to:

Telegames e Box 901  Lancaster, TX 75146



Look for these other quality products for Jaguar
from your friends at Telegames:

Brutal Sports Football

(cartridge)

Int’l Sensible Soccer
(cartridge)

Towers Il

Plight of the SiarGazer
(cartridge)

BREAKOUT 2000

(cartridge)

IRON SOLDIER 2
(CD or cartridge)
World Tour
RACING

(CD)

(cartridge)



Look for these quality products for Atari Lynx
from your friends at Telegames:

Ultimate Chess Challenge
Qix, the Arcade Classic
EFuropean Soccer Challenge

Double Dragon
SUPER OFF-ROAD

Desert Strike
Krazy Ace Mini Golf
Bubble Trouble
RAIDEN
Fat Bobby
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